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ABSTRACT 
 
 Creativity meaning become in the use of optimal technology as solution of human life 
problems, and in recent year’s technology is available and developed to facilitate human beings 
needs; that not stopped. People are always seeking to have a healthy body fitness and they are 
need to motivate them to it. So we believe that our application to solve this problem in android 
device users, through help users to manage the health life system in health fitness and nutrition. 
The project displays videos for exercise, and the preparation of healthy eating, determine the 
nearest sports clubs and health restaurants through Google Map, and calculates calories either 
acquired or burned also shows scale for the shape of user body. This project is developed using 
two methodologies they are Prototyping model and Spiral. Project used Android system to 
spread it dramatically in the world thus access to a large number of people.[1] Through the 
provision of a hundred people of questionnaire application met the acceptance of the majority. 
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1.1 Introduction 
This chapter introduces to the readers, developers, reviewers and all who involved in 
software development the idea, the motivation, the objectives and the scope and limitations of 
developing a collaborative enterprise project management application for software projects. 
 
1.2 Project Background 
 Life is full of science and knowledge produced by the minds of men, The God-given all 
these minds of inspirations, sciences and the rule, where the science is the light of life, and you 
know the rights of the creator, and how to communicate with users of the community in the field 
of engineering, medicine, modern technology and etc. Nowadays mobile is becoming an 
important tool, it is no longer limited as a communication service only, but exceeds its position 
to provide modern techniques and many services. Mobile technologies are increasingly growing 
among years; there have been several new researches and developments in this space. It has been 
reported by statista.com that more than 46 million people in the world use health and fitness 
applications in 2014. [2] As a modern health and fitness approach, health and fitness contributes 
many benefits.  The mobile applications allows users to use and view for different health and 
fitness services from around the world. The mobile applications users can use and view services 
of different categories, such as view video and take a services. Using mobile technologies we 
hope to make the operation of information share more efficient by saving time and communicate 
faster, this application will help many people to answer their questions, development of 
knowledge, separate culture. 
Android Mobile Application For Healthy Fitness (AMAHF) is a mobile application on android 
that enables users to use and view services of different categories, such as view video and take a 
services. 
 
1.3 Project motivation 
The health and fitness market needs as a problem and spread usability of smart phones to 
facilitate people's needs as opportunity encourage us to make a solution mobile application. 
 Today wide ranges of people are switching from using computer-based applications 
towards mobile applications increasingly, to save time and effort in doing many of 
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their daily activities. The overall mobile app industry has only seen a 33% increase. 
[3] 
 The problems of wasting data written on paper causing need of alternative system 
to facilitate and save people's data. 
 There is no active application on mobile devices aimed to the Arab world and has 
the same functionality 
 
1.4 Problem Statement 
 In the modern era there has been an increasing amount of interest in physical fitness and 
health with the most people, there are people who have a full desire for that, but it may force 
them time or place conditions on the sometimes unsteadiness on a specific date for the exercise. 
Based on that project provided a mobile application for the exercise of fitness in every place and 
at any time, thus facilitated a lot trouble discipline on a specific place or a specific time in the 
day and helped them to calculate calories that are burned through sport exercise and eat healthy 
food. 
There are lot of applications that are interested in health, fitness and nutrition, but the user needs 
one application combines between them to facilitate the deal and the user does not distract from 
more than one application and give its own total exact results. 
 
1.5 Objectives 
1.5.1 Main Objective 
The main objective of this project is to achieve physical fitness and improve the level of 
health of the users by helping and motivate them to doing sports exercise and eating healthy 
food. 
1.5.2 Specific Objective 
This project will provide the following services as specific objectives: 
 To develop the attention in the health fitness and nutrition.  
 To motivate the interest of health and physical fitness and nutrition. 
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 To manage the health life system in health fitness and nutrition. 
 To facilitate the connection between nutrition and health, fitness and fashion in one 
application to not distract the user more than one application. 
 
1.6 Project scope, boundaries and limitations 
 AMAHF application is designed to work on android devices only on current time and we 
plan to implement it on other platforms like: IOS and Windows phone. 
 AMAHF system is designed to serve Arab gulf countries, but in the future should be 
allowed usage from Europe, America, and Canada. 
 AMAHF System takes four months from starting point of requirements gathering and 
analysis until finishing and implementation. 
 
1.7 Significance of project  
 Combines fitness, nutrition, and fashion. 
 Shows scale for the shape of user body 
Food Section: 
 Display appropriate healthy food for each user and calculate the calories that are 
gained from eating. 
 Deliver healthy food to the address determining by the user. 
 Find the closest restaurants that offer healthy food in the region based on the 
address of the user. 
Sport Section: 
 View appropriate video of exercise for each user and display the number of calories 
that burned through this video. 
 Find sports clubs nearby the user. 
Fashion Section:  
 Display appropriate clothing for the shape of each body and give tips on wearing 
appropriate clothing based on body shape. 
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1.8 Contribution 
The significance of this project it's importance in helping anyone want to be healthy or want 
to have fitness.  
 This project adds values in the areas of health and fitness by add active application 
on mobile devices aimed to have the same functionality. 
 AMAHF market needs an applications facilitate people save and archive with their 
data which AMAHF application designed to do it. 
 AMAHF system enhancing Arab gulf countries mobile applications industry by 
focus on solving this problems. 
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Chapter 2: Literature review 
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2.1 Introduction 
 This chapter introduces and summarizes the related works and similar systems to the 
project by describing and explaining the problems of these systems, also comparing between 
systems functionalities and its advantages and disadvantages and the choice of technology for the 
AMAHF. 
 
2.2 Similar Systems 
2.2.1 Lifesum 
 Lifesum helps user make better food choices, improve your exercise, and reach user 
health goals. Build healthy habits in small, sustainable steps and make health a part of user 
lifestyle, not another thing on your to-do list. 
Lifesum helps you keep track of user food and activity so that you can live healthier and happier. 
 
2.2.1.1    lifesum Advantages 
 Reminders to help you drink enough water. 
 Feedback to improve the quality of what you eat. 
 Advice for the days you might struggle. 
 A selection of diets to help you embrace healthy living. 
 Overview of your nutrition and exercise habits so you can improve them. 
 Body summary to show you how you are progressing (including weight and 
measurements). 
 
2.2.1.2    Lifesum Disadvantage 
 It doesn't focus on daily exercise. 
 Most of the data is inserted manually. 
 Many people don't know how to use. 
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2.2.2 Google Fit 
 Google Fit is a health-tracking platform developed by Google for the Android operating 
system. It is a single set of APIs that blends data from multiple apps and devices. 
Google Fit uses sensors in a user's activity tracker or mobile device to record physical fitness 
activities (such as walking or cycling), which are measured against the user's fitness goals to 
provide a comprehensive view of their fitness. 
Users can choose who their fitness data is shared with as well as delete this information at any 
time. 
 
2.2.2.1    Google Fit Advantages 
 A number of apps are integrated with Google Fit. Some examples are Aqualert, Nike, 
Polar Beat, Running, and Strava. 
 Google Fit uses sensors in a user's activity tracker or mobile device to record physical 
fitness activities (such as walking or cycling) 
 Users can choose who their fitness data is shared with as well as delete this information at 
any time. 
 
2.2.2.2    Google Fit Disadvantages 
 Google Fit is available to all android users running 4.0 or above. 
 Does not support all platform work on android. 
 
2.2.3 Myfitnesspal 
 MyFitnessPal is a free smartphone app and website that tracks diet and exercise to 
determine optimal caloric intake and nutrients for the users' goals. In a Consumer Reports diet 
rating, MyFitnessPal was rated the best free program (with 83 points) in overall satisfaction, 
"maintenance, calorie awareness, and food variety. 
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2.2.3.1    Myfitnesspal Advantages 
 MyFitnessPal had 80 million users at the time. 
 The user may enter the name of the food or scan the barcode to find the item in a large 
database of over 5 million foods. 
 
2.2.3.2    Myfitnesspal Disadvantages 
 Name of the food or scan the barcode not exist for all country. 
 The same food item may contain several variation of the caloric count possibly 
depending on which country the food item was purchased. 
 
2.2.4 S Health 
 S Health helps you stay fit by acting as a personal coach, trains and assists in achieving 
user daily goals. The various training programs helps in improving user overall fitness, health 
and lifestyle. 
Whether user walk or run, hike or bike, play indoor or outdoor sports, user can track the various 
physical exercises and activities in a single step using the various built-in trackers. User can also 
record the step count activity using Pedometer. 
S Health helps to create a balanced lifestyle pattern by recording a variety of information like 
user food, caffeine and water intake details. Provide user daily snacks, food, water and caffeine 
intake and track your diet and weight on the go while stay comfortable using the sleep & stress 
tracker. 
 
2.2.4.0    S Health Advantages 
 Manage health and environmental records such as heart rate, blood pressure, blood 
glucose levels, stress, weight & SpO₂ using built-in sensors and third party devices. 
 Trackers enable user to easily and quickly check meaningful data based on user 
preferences. The intuitive charts, helpful tips and physical exercise programs guide user 
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to achieve your fitness and diet goals. User can also personalize your Dashboard by 
adding or removing Goals. 
 Manage your fitness activities, track user weight and monitor your diet using Samsung 
Galaxy and Gear devices. 
 Supports all Samsung smartphones starting from Galaxy S3 onwards and includes Non-
Samsung Android smartphones as well. 
 
2.2.4.2    S Health Disadvantages 
 Inaccurately measured the heart rate. 
 Calculation number of steps is not accurate, any vibration of the mobile calculated as a 
step. 
 Most of the data is inserted manually, and the user feels the burden of use the application. 
 Determine the number of hours of sleep with a time limit, and is this time gives the user 
the result of hours of sleep that bad, even though the sleeping hours are sufficient and 
appropriate. 
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2.3 Comparison between the Systems 
 
Table 0-1: AMAHF vs. Related work 
Features 
 
Lifesum Google Fit MyFitnessPal S Health AMAHF 
Easy to use      
It works with Internet      
It works without Internet      
Free downloading      
English language 
support 
     
Provide the service via 
Mobile App 
     
Provide the service via 
website 
     
Support Android 
platform 
    
Support iOs platform     
Provide delivery service 
for food 
    
Provide fashion section     
Includes videos ( food , 
sport ) 
    
 
2.4 Conclusion 
 In summary, this chapter of literature review compares between the project AMAHF and 
previous systems to find gaps for these systems to avoid it and to create a new features that meet 
the needs of users. And in the next chapter we will discuss research methodology. 
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3.1 Introduction 
 This chapter describes the methodologies, which used in this project, we used two 
methodology to implement AMAHF project, methodologies are Prototyping model and Spiral 
model clarifying its phases, advantages, and why we used this methodologies. 
 
3.2 Project Methodologies 
 The project can implemented by two methodologies; each methodology contains set of 
phases. The first methodology is prototype model includes requirements gathering phase, quick 
design phase, build prototype phase, user evaluation phase and prototype refinement phase. The 
second methodology is spiral model include iterative phases of design, implementation, testing 
and maintenance.    
We use prototype model because the requirement of the project is not exhaustive and we need to 
suggestions and contribution into the project in detail to complete all possible functionality of 
AMAHF project. In addition, prototyping model should be used to desire system needs to have a 
lot of interaction with the end-users, suitable with Android applications, reduced risk of failure 
and better fit to customer requirements. 
We use spiral model to complete the development phases on the system after reaching the final 
prototype in order to reach a high quality product and serves the user's requirements 
 
3.2.1 Prototype Model 
 “The Prototyping Model is a systems development method (SDM) in which a prototype 
(an early approximation of a final system or product) is built, tested, and then reworked as 
necessary until an acceptable prototype is finally achieved from which the complete system or 
product can now be developed. This model works best in scenarios where not all of the project 
requirements are known in detail ahead of time. An iterative, trial-and-error process takes place 
between the developers and the users.”[4] 
The original purpose of a prototype is to allow users of the software to evaluate developers' 
proposals for the design of the eventual product by actually trying them out, rather than having to 
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interpret and evaluate the design based on descriptions. Prototyping can also be used by end 
users to describe and prove requirements that developers have not considered, and that can be a 
key factor in the commercial relationship between developers and their clients. Interaction design 
in particular makes heavy use of prototyping with that goal. 
Using the prototype, the client can get an actual feel of the system. Therefore, this case of model 
is beneficial in the case when requirements cannot be freezed initially. This prototype is 
developed based on the currently known requirements. Development of the prototype obviously 
undergoes design, coding, and testing, but each of these phases is not done very formally or 
thoroughly. By using this prototype, the client can get an actual feel of the system, because the 
interactions with the prototype can enable the client to better understand the requirements of the 
desired system. 
 
3.2.1.1    Advantages of Prototype 
1- Provides a working model to the user early in the process, enabling early assessment and 
increasing user's confidence. 
2- The developer gains experience and insight by developing a prototype there by resulting 
in better implementation of requirements. 
3- The prototyping model serves to clarify requirements, which are not clear, hence 
reducing ambiguity and improving communication between the developers and users. 
4- There is a great involvement of users in software development. Hence, the requirements 
of the users are met to the greatest extent. 
5- Helps in reducing risks associated with the software. 
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Figure 0- 1:  Prototype Model 
 
3.2.2 Spiral Model 
 “The spiral model is similar to the incremental model, with more emphasis placed on risk 
analysis.  
The spiral model has four phases: Planning, Risk Analysis, Engineering and Evaluation. A 
software project repeatedly passes through these phases in iterations (called Spirals in this 
model). The baseline spiral, starting in the planning phase, requirements are gathered and risk is 
assessed. Each subsequent spirals builds on the baseline spiral. Requirements are gathered during 
the planning phase.  In the risk analysis phase, a process is undertaken to identify risk and 
alternate solutions.  A prototype is produced at the end of the risk analysis phase.”[5] 
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Software is produced in the engineering phase, along with testing at the end of the phase.  The 
evaluation phase allows the customer to evaluate the output of the project to date before the 
project continues to the next spiral. 
 
Figure 0- 2: Spiral Model Phases 
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3.3 Prototype Model and Spiral Model Phases 
1. Requirements Gathering phase  
A prototyping model begins with requirements analysis and the requirements of the system are 
defined in detail. The user is interviewed in order to know the requirements of the system.  
2. Quick Design phase  
When requirements are known, a preliminary design or quick design for the system is created. It 
is not a detailed design and includes only the important aspects of the system, which gives an 
idea of the system to the user. A quick design helps in developing the prototype. Build prototype 
phase Information gathered from quick design is modified to form the first prototype, which 
represents the working model of the required system.  
3. User evaluation phase   
Next, the proposed system is presented to the user for thorough evaluation of the prototype to 
recognize its strengths and weaknesses such as what is to be added or removed. Comments and 
suggestions are collected from the users and provided to the developer. 
4. Refining prototype phase  
Once the user evaluates the prototype and if he is not satisfied, the current prototype is refined 
according to the requirements. That is, a new prototype is developed with the additional 
information provided by the user. The new prototype is evaluated just like the previous 
prototype. This process continues until all the requirements specified by the user are met. Once 
the user is satisfied with the developed prototype, a final system is developed on the basis of the 
final prototype. 
5. Design  
In the design phase the interface designer formally defines the application and re checks to 
ensure all bases are covered, we consider all the parameters necessary for building a successful 
application including design concepts, functionality and timeline. We create static mock ups of 
most screens for the client before entering the application development phase. 
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6. Implementation  
Application development phase begins with designing the user Interface (UI) and then coding it 
in minimum time. The prototypes of the application are subject to client approval on a regular 
basis. Server component must be involved, in parallel engage resources to improve development 
efficiency. As quality assurance is a critical factor, we deploy several techniques from code level 
to usability.  
7. Testing  
Throughout the whole development phase, the project team follows testing process to check 
AMAHF application's functionality. They keep in touch with the client during development 
phase to facilitate monitoring of the project. They have to healthy competition amongst the other 
terms which strives to achieve quality beyond client requirements. 
8. Maintenance  
After the clients and end users approve the final product, it is fully put into operation. The most 
important procedure by this phase is the maintenance process to ensure the software runs without 
errors. In addition, we will consider having upgrades and additional feature onto software. If 
there are new challenges to be tackled by the software, it is advisable to incorporate them at the 
maintenance phase. Whereas there are so many variable along the software development life 
cycle, it is, the maintenance phase that ensures the software runs on new operating systems. Just 
like in other life cycles, software programs get to their final phase where they are overhauled in 
for newer products. 
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Figure 0- 3: Prototype Model and Spiral Model Phases 
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3.4 Gant Chart 
A Gantt chart is a visual representation of a project schedule. A type of bar chart, a Gantt 
charts show the start and finish dates of the different required elements of a project. Henry 
Laurence Gantt, an American mechanical engineer, is recognized for developing the Gantt chart. 
Gantt charts are useful in planning how long a project should take and helping to sequence the 
events by laying them out in the order in which the tasks need to be completed. 
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Figure 0- 4: AMAHF App Project Schedule 
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Figure 0- 5: AMAHF App Gant Chart 
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3.5 Conclusion 
We introduce the project methodologies which is prototype model and spiral model, and 
define its phases and what we did in each phase, including its advantages. Finally we added the 
gant chart that will be used in the project process. 
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 Functional Requirements. 
 Non-Functional 
Requirements. 
 Application Perspective. 
 Requirements Analysis. 
Chapter 4: Software Requirement Specifications 
and Analysis  
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4.1 Introduction 
“In this Section, the functional and non-functional requirements are introduced using the 
Unified Modelling Language (UML) which is an open method used to specify, Visualize, 
construct and document the artefacts of an object-oriented software-intensive system under 
development. UML offers a standard way to write a system's blueprints, including conceptual 
components.”[6] 
“Functional requirement defines a function of a software system or its component. A 
function is described as a set of inputs, the behavior, and outputs. Functional requirements may 
be calculations, technical details, data manipulation and processing and other specific 
functionality that defines what a system is supposed to accomplish. Behavioral requirements 
describing all the cases where the system uses the functional requirements are captured in use 
cases.”[7] 
“Non-functional requirement is a requirement that specifies criteria that can be used to 
judge the operation of a system, rather than specific behaviors. This should be contrasted with 
functional requirements that define specific behavior or functions.” [8] 
 
4.2 Functional Requirements 
 Statements of services the system should provide, how the system should react to 
particular inputs, and how the system should behave in particular situations. 
 Registration Management 
The system allows user to sign and login to the system. 
- The system must validate the user's input during sing up process, such as e-mail 
address and English characters. 
- The system must validate the user’s login, so the user can enter valid username 
and password to login to the system. 
- The user can restore his username and password by entering his registered e-mail. 
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 User Management 
The system must be allow users to management user profile and other things associated 
users. 
1. Users profile  
The users can be manage profile such as image profile, add information, mobile 
number, view profile and other details. 
2. Users Achievements 
3. Users History  
 
 Food management 
- The user clicks at food (Homemade ) button , show interface has a breakfast, lunch 
and dinner, every meal contains the videos for the preparation of healthy eating at 
home, after you finish watching the video showing activity ask the user if eating this 
food or not, if taken show activity for  the number of calories you gained from this 
meal. 
- Through the interface Restaurant, is locate the nearest restaurants that offer healthy 
food for the address of the user using Google Map 
- The user can request the appropriate health meal delivery service by using the 
application. 
 
 Sport management 
- The system allow user select sport status from the home page. 
- The user clicks the exercise video button, then interface contains several videos show, 
Watched, when finished watching it activity appear asking the user if they make 
exercises or not, If the user play exercises activity show the number of calories 
burned through this video. 
- The user through the Workout interface make exercise outside the home and at the 
same time be able to listen to music. 
- Through the Gym interface it is locate the nearest sports clubs for address of the user 
using Google Map. 
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 Fashion management  
- Display appropriate clothing for the shape of each body. 
 Scale management  
- Show the current user's body shape, and aims to reach him through the use of 
application and show also the user's body shape aims to reach it through the use of 
application. 
 
4.3 Non-Functional Requirements  
 Performance Requirement 
The system must be on very high standard servers to accommodate the huge amount of 
data and requests for access to the server from a large number of users at the same time. 
 Safety Requirement 
In this system, the database must be located in a special secure server and must be 
backups to other servers directly at specific times to avoid loss and damage data. 
 Usability Requirement 
In the system, the user interface must be familiar to user, so that the user can easily do his 
tasks without any training or help. 
 Availability Requirements 
The system should be available at all times, meaning the user can access it using a device 
application. 
 Flexibility Requirements 
The system must be able to add or delete features because it is based on object oriented 
concept.   
 Maintainability Requirements 
By using the concept of Object Oriented Programming (OOP) that make us to upgrade of 
the project and to find the problems easier. 
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4.4 Application Perspective 
 The application will use a database and web servers that can be accessed with any 
android device connect with Wi-Fi connection. The users who can use this application are just 
the registered users and have username and password. After registering, users can edit profile 
details, share post, comment, follow up other users and view posts. 
 
4.5 Requirements Analysis 
 In this section, we use the modeling system “UML diagrams”, based on requirements 
analysis through meetings and user stories, to describe the functions and processes that the 
system must perform. 
 
4.5.1 Use of case diagram 
A use case diagram is a graphic depiction of the interactions among the elements of a system. A 
use case is a methodology used in system analysis to identify, clarify, and organize system 
requirements. 
AMAHF system has one main actors including (user), which have many different processes in 
integrated system to run the whole system. 
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Figure 0- 6: Main Use Case Diagram 
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4.5.1.1 Use case List 
Table 0-2: Use Case List 
Use Cases List 
U1 Register(sing up) U11 Ask the user 
U2 Login U12 Identify position 
U3 View profile U13 Measure the distance 
U4 Update profile U14 Determined  calories 
U5 Analysis the information U15 Listen music 
U6 Select status U16 Share 
U7 View healthy meals U17 View character image 
U8 View healthy restaurant U18 View Image for clothes 
U9 Order delivery meal U19 Display text for the best clothes 
U10 Watch videos sports  
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.4.4 1.2     Brief  Use case Description 
The user who is the main actor in AMAHF project, he can do some of the process: 
1. Login: Open the project AMAHF ,The project checks if the mobile or PDA that is 
supported Android platform connected to the internet or not, if yes open the project and 
then the application show registration activity to user, required enter data to registration , 
after registration the user moving to the application. 
2. Register (sing up): After the first step, if a user is not registered in the application should 
click sign up button, then enter the required data, the system validates user input, and 
displays interface of that user. 
3. View profile: After registration or login steps the information user profile appear. 
4. Update profile: After registration or login steps the user can view and update profile 
information like address, phones number, picture, weight, etc. 
5. Analysis the information: After Register and Update profile the system analyzes the 
information that has been entered by the user. 
6. Select status: After Register, login and Analysis the information the user selects the 
situation that he wants. 
7. View healthy meals: After select status the application view proper healthy meals for the 
user according the information that enter it into the system. 
8. View healthy restaurant: After select status the application view a list of restaurants 
near the user and provide a suitable healthy meals. 
9. Order delivery meal: After select status the user can request the appropriate health meal 
delivery service by using the application. 
10. Watch videos sports: After select status the user watching videos sport suitable to him 
according to the information introduced by the system. 
11. Ask the user: After select status, view healthy meals or watch videos sport the system 
asks the user to confirm his functions defined by (playing sports, eating healthy meal) to 
calculate the number of calories gained or lost. 
12. Identify position: After select status the system identifies the user's location using GPS. 
13. Measure the distance: After Identify position and Ask the user the system measures the 
distance made by the user after sports. 
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14. Determined calories: After View healthy meals, Order delivery meal, Watch videos 
sports and ask the user, the user click on watch videos sport or view healthy meals or 
order delivery meal then the system ask collect the colliers and Message number of 
calories appear, the user confirmation message. 
15. Listen music: After select status chose sport, then chose workout button and chose any 
sport then the user is listening to music during sports. 
16. Share: After determined calories and Listen music the user can share the number of 
calories you gain or lose and shared the music you listen to it. 
17. View Image for clothes: After select status the application view images clothing 
appropriate to the user according to the information that has been entered by the user to 
the system. 
18. Display text for the best clothes: After select status the application display text contains 
the best clothing specifications according to the information introduced by the user to the 
system. 
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4.4.1.3    Users Classes and Characteristics 
 The system includes just a one type of clients which this actor have different features it is 
(user). 
Table 0-3:  User Description 
User 
Type System actor 
Role Description This use case shows the main allowed functions for user actor and how 
every function deals with others by include and extend relation. 
Actor Goals Create account, Manage account, View information, View health 
instructions regarding proper food and sports and also obtain 
appropriate clothes. 
Use Cases Register(sing up), Analysis the information ,Login ,View profile 
,Update profile, Display text for the best clothes, Select status ,View 
character image, Identify position, Listen music ,View Image for 
clothes ,Watch videos sports, View healthy restaurant ,Order delivery 
meal ,View healthy meals, Measure the distance, Determined calories, 
Share. 
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4.4.2 Activity diagrams 
 Activity diagrams are graphical representations of workflows of stepwise activities and 
actions. 
An activity is a methodology used in system analysis to identify, clarify, and organize workflow 
processes in the system. 
AMAHF system has eight main activities that include (Login, Sign Up , View Meal, View Sport 
Video, Find the position for healthy restaurant , Delivery service, Display text for right clothes 
and, View best clothes ), which have many different processes to run the whole system. 
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4.5.2.1   Signup Activity 
 
 
Figure 0- 7: Signup Activity Diagram 
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4.5.2.2   Login Activity 
 
 
Figure 0- 8: Login Activity Diagram 
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1.5.2.3 Delivery service Activity 
 
 
Figure 0- 9: Delivery service Activity Diagram 
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4.5.2.4    Find the position for healthy restaurant Activity 
 
 
Figure 0- 10: Find the position for healthy restaurant Activity Diagram 
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4.5.3 Sequence diagrams 
 A Sequence diagram is an interaction diagram that shows how processes operate with one 
another and in what order. 
A sequence diagram shows object interactions arranged in time sequence. It depicts the objects 
and classes involved in the scenario and the sequence of messages exchanged between the 
objects needed to carry out the functionality of the scenario. 
AMAHF system has ten main operations including (Analysis information, Healthy meal, Healthy 
Restaurants, Identify position, login user , Select fashion, Select Sport, Select Food, Update 
profile and View image for clothes), which have many different processes to run the whole 
system. 
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4.5.3.1 Login 
 
 
Figure 0- 11: Login Sequence Diagram 
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4.5.3.2    Analysis information 
 
 
Figure 0- 12: Analysis information Sequence Diagram 
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4.5.3.3    Healthy meal 
 
 
Figure 0- 13: Healthy meal Sequence Diagram 
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4.5.3.4    Healthy Restaurants 
 
 
Figure 0- 14: Healthy Restaurants Sequence Diagram 
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5.1 Introduction 
 This chapter is concerned with Implementation tools which used in the project and design 
stage activities such as System Architecture, the entity relationship diagram, database details and 
users' interface. 
 
5.2 System Design 
 System design is the process of defining the architecture, components, modules, 
interfaces, and data for a system to satisfy specified requirements. After specified all 
requirements extreme design relies on test driven development, which design phase still under 
users test to reach desired design. After well understood of requirements AMAHF design starting 
from AMAHF designs which explain main classes and their responsibilities and collaborators, 
after that system architecture designed for all AMAHF components until reaching design of user 
interfaces that frequently changing under users testing. 
 
5.3 System Requirement 
 Since we have mobile application and external database server, we need different 
hardware and software requirement for each. 
 Operation Requirements: 
  Software requirements which were used during the development processing: 
 Operating system: any computer OS.  
 Android Operating system. 
 Database: MySQL. 
 
 Hardware Requirements: 
  Hardware requirements which were used during the development processing: 
 Mobile devise with Android Operating system. 
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 Development Requirements: 
Tools used to develop the system 
 Eclipse version: 4.3.1 
 Notepad++ version: 6.5 
 Photoshop version: CC Creative Cloud  
 Visio version: 2013 professional  
 MS Project version: 2013 professional 
 
5.4 Technology Choices 
 At first the client will have to install an Android application so they can access to Share 
Experience app, for the mobile application android provides a variety of pre-build UI 
components such as structured layout objects and UI controls that allow you to build the 
graphical user interface for your app. Android also provides other UI modules for special 
interfaces such as dialogs, notifications, and menus. Also we will use XML to build an 
interactive interface for the users, with a compatible version for the mobile users too. 
On the server side we will use Linux Server to read data from a MySQL database and send data. 
We will create a Web Service in PHP, read from the MySQL database that created in server, and 
let the Android connect with the Web Service and send data, and the Web Service will save it 
and another Web Service will read data from MySQL and send it to the Android app. 
 
5.5 System Architecture 
 A system architecture is the conceptual model that defines the structure, behavior, and 
more views of a system. [9] An architecture description is a formal description and 
representation of a system, organized in a way that supports reasoning about the structures and 
behaviors of the system. 
A system architecture can comprise of system components, the externally visible properties of 
those components, and the relationships (e.g. the behavior) between them. It can provide a plan 
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from which products can be procured, and systems developed, that will work together to 
implement the overall system. 
We use three tire architecture for mobile development, we choose this architecture cause easy to 
modify without affecting other modules, fast communication and Performance will be good in 
three tier architecture 
Table 0-4: System Architecture details 
 
Description 
 
The basic idea is that the core of the application would reside in the network 
layer. The interface to the network and server layers would stay constant, the 
client layer consists of things like, on Android activities. The server layer 
would abstract features of the device like database access, network access 
etc. for the network and client layers. It would not only be a wrapper on the 
device specific API but it could also simplify access to the feature so the 
network layer can concentrate on the application logic. 
 
 
Design Diagram 
 
 
 Figure 0- 15: Three tire Architecture 
 
Components 
 
Clients – ( user )   
Server – which will host the image files, data and database. 
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Relationships 
 
The clients and server are connected over a network.  
The client requests a service from the server.  
The server provides service to multiple clients. 
 
 
Pros 
 
The pros are that the client-server networks afford you the ability to create a 
centralized location for all of your files. The advantages of having a place to 
store files are numerous. The client machines (smartphones, tablet, etc.) all 
get to stay clean, as there is no need to bog them down with files. This 
ultimately enhances the experience with clients. 
 
 
Cons 
 
Its con is that all files are in one location, which means that if the server goes 
down, you lose everything simultaneously. 
 
 
5.6 Deployment diagram 
 Deployment diagram would show what hardware components ("nodes") exist (e.g., a web 
server, an application server, device nodes and a database server), what software components 
("artifacts") run on each node (e.g., web application, database), and how the different pieces are 
connected Device nodes are physically computing resources with processing memory and 
services to execute software, such as typical computer or mobile phones.   
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Figure 0- 16: AMAHF Deployment Diagram 
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5.7 User Interface sketches 
 Before starting implementation we make a prototype by sketching to view as an efficient 
way to design the user interface, allowing to define simple navigation between user interface 
snapshots and Track storyboard interfaces for application, into allowing them to define more 
complex interactive behavior with conditional changes in the state of the user interface.  
5.7.1 Register 
 
 
Figure 0- 17: Register - User Interface sketches 
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5.7.2 Login 
 
 
Figure 0- 18: Login - User Interface sketches 
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5.8 Database Schema   
 Entity Relationship Diagram (ERD) is very important and the first step in designing 
database after understanding requirements well, we design the ERD which leads to good 
mapping. 
 
Figure 0- 19: AMAHF Entity Relationship Diagram (ERD) 
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5.9 Database Tables 
5.9.1 User 
Table 0-5: Database tables - users 
Name of  the table User 
Table description This table handle the information for the User 
Attribute Type Example 
User_id Int 1 
First_name Varchar(50) Ahmed 
Last_name Varchar(50) Mohammed 
User_name Varchar(50) Ahmed 
Password Varchar(50) F45h788% 
Email Varchar(225) Name@outlook.com 
Gender TINYINT 1 
Height Float 173 
Weight Float 70Kg 
Address Varchar(100) Burj Dubai,UAE 
Primary Key User_id 
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5.9.2 Sport   
Table 0-6: Database tables - sport 
Name of  the table Sport 
Table description This table handle the information for the Sport 
Attribute Type Example 
Sport_id Int 1 
Sport_Name Varchar(50) Morning exercises 
Sport_video Varchar(50) https://www.youtube.com/ 
Sport_type TINYINT 1 
Calories Float 100 
Time Time 30m 
Primary Key Sport_id 
 
5.9.3 Fashion 
Table 0-7: Database tables - Fashion 
Name of  the table Fashion 
Table description This table handle the information for the fashion 
Attribute Type Example 
fashion_id Int 1 
Fashion_type Varchar(50) Pants 
Photo Image Png 
Size Int 8 
Primary Key fashion_id 
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5.9.4 GYM 
Table 0-8: Database tables - GYM 
Name of  the table GYM 
Table description This table handle the information for the GYM 
Attribute Type Example 
gym_id Int 1 
Name Varchar(50) Royalfitnees 
Longitude Float 37.8 
Latitude Float 35.9 
Primary Key gym_id 
 
5.9.5 Meal 
Table 0-9: Database tables - Meal 
Name of  the table Meal 
Table description This table handle the information for the meal 
Attribute Type Example 
Meal_id Int 1 
Name Varchar(50) Vegetable chicken 
Meal_video Varchar(50) https://www.youtube.com/ 
Price Float 25 
Calories Float 100 
Meal_type Varchar(50) dinner 
Components Varchar(50) Chicken-vegetable 
Primary Key Meal_id 
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5.9.6 Restaurant 
Table 0-10: Database tables-Restaurant 
Name of  the table Restaurant 
Table description This table handle the information for the Restaurants 
Attribute Type Example 
reataurant_id Int 1 
Name Varchar(50) Mundo 
Phone Varchar(50) 082805557 
Price Float 25 
Longitude Float 37.05 
Latitude Float 35.02 
Primary Key reataurant_id 
 
5.9.7 Restaurant offer meal 
Table 0-11: Database tables-Restaurant offer meal 
Name of  the table Restaurant offer meal 
Table description This table handle the information for the Restaurant offer meal 
Attribute Type Example 
Restaurantoffer_id Int 1 
Meal_id Int 1 
Restaurant_id Int 1 
Primary Key Restaurantoffer_id 
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5.9.8 Order delivery 
Table 0-12: Database tables-Order delivery 
Name of  the table Order_delivery 
Table description This table handle the information for the Restaurant offer meal 
Attribute Type Example 
order_id Int 1 
Meal_id Int 1 
Restaurant_id Int 1 
User_id Int 25 
Price_delivery Float 10 
Recive_address Varchar(50) Burj Dubai 
Primary Key  order_id 
 
5.01 Implementation 
 The implementation phase takes the requirements and design phase product and 
implements them using appropriate technologies. In the case of validation testing, it is during this 
phase that test cases are completed and automated in preparation for validation testing. 
Typically, a lot of testing on the early system versions is also performed during this phase, not 
only to validate the system, but to validate that there are no problems with the test cases 
themselves. 
A program will write based upon the algorithm designed in the last phase (design). A piece of 
code is written for every module and checked for the output. We will use the Java for android to 
develop the software. At this phases must match between the requirements and the output of the 
application to determine the verification for it. As mentioned, the implementation language will 
be Java because mostly Android applications are written in it. 
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5.10 Software and tools 
 We used the following software and tools in AMAHF application: 
- MySQL database 
- Android 
- Dalvik Virtual Machine and Android Applications 
- Java and XML 
- The Dex File Format 
- Android Architecture 
- Applications 
- Application Framework 
- Android Runtime 
- Linux Kernel 
- Mobile Widgets 
- Platform-Independent Mobile AD Tools 
- App Stores 
 
5.10.1 MySQL database 
 Many computer programs, including web-based programs like blogs, photo galleries and 
content management systems need to store and retrieve data. For example, blog software need to 
store the posts (i.e., articles) you write, and retrieve them when a visitor goes to your site. 
Similarly, photo galleries store information about their pictures (for example, for sites that allow 
users to rate the photos, the numerical rating for each picture is stored in a database). Instead of 
reinventing the wheel and implementing their own system of storing and retrieving data, these 
software simply use the specialized database programs I mentioned earlier. To make it easy for 
other programs to access data through them, many database software support a computer 
language called "SQL" (often pronounced as "sequel"). SQL was specially designed for such a 
purpose. Programs that want the database software to handle the low-level work of managing 
data simply use that language to send it instructions. There are many databases that support the 
use of SQL to access their data, among them MySQL and PostgreSQL. In other words, MySQL 
is just the brand of one database software, one of many. The same goes for PostgreSQL. These 
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two databases are very popular among programs that run on websites (probably because they are 
free), which is why you often see one or both of them being advertised in the feature lists of web 
hosts, as well as being listed as one of the "system requirements" for certain web software (like 
blogs and content management systems). 
 
5.10.2 Android 
 “Android is a Linux-based open source platform. It is backed by Google with the 
foundation of Open Handset Alliance that includes 65 technical leader companies like HTC, 
Intel, Qualcomm, NVIDIA, and T-Mobile. The G1, the first Android-based phone, was launched 
in 2008 by HTC. The Android Development Kit is available for Windows, Linux and Mac OS. 
Applications are developed in Android using a version of the Java programming language 
running on the Dalvik virtual machine.”[10] 
 
5.10.3 Dalvik Virtual Machine and Android Applications 
 “Every Android application runs in its own process, with its own instance of the Dalvik 
virtual machine. Dalvik has been written so that a device can run multiple VMs efficiently. The 
Dalvik VM executes files in the Dalvik Executable (.dex) format, which is optimized, for 
minimal memory footprint. The VM is register-based and runs classes compiled by a Java 
language compiler that have been transformed into the .dex format by the included "dx" 
tool.”[11] 
 
5.10.4 Java and XML 
 Android uses the Java class library to build applications for the Android software 
environment. Java on Android makes use of XML for variables such as strings and integers. 
XML is used to control the layout and style of an application. This separate layer convention is 
similar to Hyper Text Markup Language (HTML) for content and Cascading Style Sheet (CSS) 
in style. There are differences because of different languages and functionalities since HTML is 
not a programming language as Java is. However, from a conceptual level, this comparison can 
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be made. As far as practical aspects are concerned, Java defines the button's functionality, while 
XML defines the buttons' text, color, font- weight, and size. 
 
5.10.5 The Dex File Format 
 On the Android platform, Java source code is still compiled into .class files. However, 
after .class files are generated, the “dx” tool is used to convert the .class files into a .dex, or 
Dalvik Executable, file. Whereas a .class file contains only one class, a .dex file contains 
multiple classes. It is the .dex file that is executed on the Dalvik VM. 
 
Figure 0- 20: Dex File on Dalvik VM 
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5.10.6 Android Architecture 
 The following diagram shows the major components of the Android operating system. 
Each section is described in more detail below. 
 
Figure 0- 21: Android Architecture 
 
5.10.7 Applications 
 Android will ship with a set of core applications including an email client, SMS program, 
calendar, maps, browser, contacts, and others. All applications are written using the Java 
programming language. 
62 
 
5.10.8 Application Framework 
 By providing an open development platform, Android offers developers the ability to 
build extremely rich and innovative applications. Developers are free to take advantage of the 
device hardware, access location information, run background services, set alarms, add 
notifications to the status bar, and much, much more. Developers have full access to the same 
framework APIs used by the core applications. The application architecture is designed to 
simplify the reuse of components; any application can publish its capabilities, and any other 
application may then make use of those capabilities (subject to security constraints enforced by 
the framework). This same mechanism allows components to be replaced by the user. 
 
5.10.9 Android Runtime 
 “Android includes a set of core libraries that provides most of the functionality available 
in the core libraries of the Java programming language. Every Android application runs in its 
own process, with its own instance of the Dalvik virtual machine. Dalvik has been written so that 
a device can run multiple Virtual Machines efficiently. The Dalvik VM executes files in the 
Dalvik Executable (.dex) format, which is optimized, for minimal memory footprint. The VM is 
register-based and runs classes compiled by a Java language compiler that have been 
transformed into the .Dex format by the included "dex" tool. The Dalvik VM relies on the Linux 
kernel for underlying functionality such as threading and low-level memory management. ” [12] 
 
5.10.10 Linux Kernel 
 Android relies on Linux version 2.6 for core system services such as security, memory 
management, process management, network stack, and driver model. The kernel also acts as an 
abstraction layer between the hardware and the rest of the software stack. 
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5.10.11 Mobile Widgets 
 Widgets are installable Web applications that use technologies such as HTML and 
JavaScript. Many handsets support widgets running on their home screens, where they are easily 
visible and accessible. Despite the lack of standards, widgets provide a convenient way to deliver 
simple, connected applications, especially those involving real-time data updates (such as 
weather forecasts, email notifications, marketing, blogs and information feeds). Because widgets 
exploit well-understood tools and technologies, they have lower entry barriers than complex 
native applications, and thus can be a good first step to assess the demand for an application on a 
specific platform before undertaking expensive native development. 
 
5.10.12 Platform-Independent Mobile AD Tools 
 Mobile platforms become more diverse although consolidation will not have started, and, 
in some markets, five or more platforms may have a significant presence. Therefore, tools that 
can reduce the burden of delivering installable applications to several platforms will be very 
attractive. Platform- independent application development (AD) tools cannot deliver a "write 
once, run anywhere" equivalent to native code; however, they can significantly reduce the cost of 
delivery and support of multi-platform applications that provide a more sophisticated experience 
than the mobile Web and operate outside signal coverage. 
 
5.10.13 App Stores 
 App stores will be the primary (and, in some cases, the only) way to distribute 
applications for smart phones and other mobile devices. App stores also provide a range of 
business support functions, such as payment processing, that assist smaller organizations. We 
believe that app stores will play many roles in an organization's B2C and B2E strategies. They 
will be a distribution channel for mobile applications and a commercial channel to sell 
applications and content (especially in international markets), and they will provide new options 
for application sourcing. Many applications will exploit ecosystem cloud services. 
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5.12 Class Diagram 
 Class diagram is a type of static structure diagram that describes the structure of a system 
by showing the system's classes, their attributes, operations (or methods), and the relationships 
among objects. 
 
Figure 0- 22: AMAHF Class Diagram 
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5.13 Conclusion 
 We start by introducing the system architecture which is used in the project, followed by 
the software and tools which are used in the implementation phase; we then identify the class 
diagram and SQL diagram, and finally present the graphic user interface for the project. 
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Chapter 6: Testing and Evaluation 
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6.1 Introduction 
 Software testing is more than just error detection; Testing software is operating the 
software under controlled conditions to verify that it behaves “as specified”; to detect errors, and 
to validate that what has been specified is what the user actually wanted.[13] 
Software testing is an investigation conducted to provide stakeholders with information about the 
quality of the product or service under test. Software testing can also provide an objective, 
independent view of the software to allow the business to appreciate and understand the risks of 
software implementation. Test techniques include, but are not limited to, the process of executing 
a program or application with the intent of finding software bugs (errors or other defects). 
 
Verification is the checking or testing of items, including software, for conformance and 
consistency by evaluating the results against pre-specified requirements. [Verification: Are we 
building the system right?] 
 
Error Detection: Testing should intentionally attempt to make things go wrong to determine if 
things happen when they shouldn’t, or if things don’t happen when they should. 
 
Validation looks at the system correctness – i.e. is the process of checking that what has been 
specified is what the user actually wanted. [Validation: Are we building the right system?] 
 
In other words, validation checks to see if we are building what the customer wants/needs, and 
verification checks to see if we are building that system correctly. Both verification and 
validation are necessary, but different components of any testing activity. 
The definition of testing according to the ANSI/IEEE 1059 standard is that testing is the process 
of analyzing a software item to detect the differences between existing and required conditions 
(that is defects/errors/bugs) and to evaluate the features of the software item. 
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6.2 Purpose of testing 
 “There are two fundamental purposes of testing: verifying procurement specifications and 
managing risks. First, testing is about verifying that what was specified is what was delivered: it 
verifies that the product (system) meets the functional, performance, design, and implementation 
requirements identified in the procurement specifications. Second, testing is about managing risk 
for both the acquiring agency and the system’s vendor/developer/Integrator. The testing program 
is used to identify when the work has been “completed” so that the contract can be closed, the 
vendor paid, and the system shifted by the agency into the warranty and maintenance phase of 
the project.”[14] 
 
6.3  Importance of testing 
1. Software testing is really required to point out the defects and errors that were made 
during the development phases. 
2. It’s essential since it makes sure of the Customer’s reliability and their satisfaction in the 
application. 
3. It is very important to ensure the quality of the product.  A quality product delivered to 
customers helps in gaining their confidence. 
4. Testing is necessary in order to provide facilities to the customers such as the delivery of 
high-quality products or software applications, which requires lower maintenance costs 
and hence results in more accurate, consistent and reliable results. 
5. Testing is required for an effective performance of software applications or products. 
6. It’s important to ensure that the application should not result in any failures because it 
can be very expensive in the future or in the later stages of the development. 
7. It’s required to stay in the business. 
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6.4  Test Environment 
 Mobile applications are first tested within the development environment using emulators 
and later subjected to real device testing. Emulators provide an inexpensive way to test 
applications on mobile phones. The following tools that used for test environment AMAHF 
Android project. 
 
6.4.1 Real Devices 
 We run project on real devices like Sony, Samsung, HTC and LG.  And testing on real 
handsets gives reliable and accurate results, gives interoperability testing because performed on a 
live network and provide UX user experience by end users. 
 
6.4.2 Emulators 
 Mobile emulators help us to test AMAHF project on different devices without having to 
actually have them on hand. These technologies serve as virtual pieces of hardware that operate 
on a PC or laptop. By emulator, we can choose the sizes and OS versions, or even modules to 
test. And verify certain functionality that is not specific to any device, carrier or operating 
system. 
 
6.5 Test Challenges 
 AMAHF project needs to work on a range of devices, meet user expectation to guarantee 
quality of project and achieved user requirements and non-functional requirement. 
1. Gestures 
Gestures allow users to interact with AMAHF project by manipulating the screen objects. 
Like touch, swipe and other. By test the gestures on real devices we can see that’s work 
in high efficient. 
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2. Orientation 
The first version of AMAHF project support only vertical orientation and not supported 
landscape orientation because these orientation require design specific layout for 
landscape orientation. 
3. Network Connectivity 
AMAHF project switching between mobile network and Wi-Fi network, able to dealing 
requests/responses processes. And upload/download/pause/cancel data. 
4. Push Notifications   
AMAHF project able to receive notifications, open corresponding object and error 
handling. 
5. User Experience 
User experience (UX) involves a person's behaviors, attitudes, and emotions about using 
a system. User experience includes the practical, experiential, affective, meaningful and 
valuable aspects of human-computer interaction. AMAHF system meet to user 
experience because have simplicity, context, good navigation, good font sizes and button 
sizes. 
 
6.6 Checklist Mobile App Testing 
 This checklist is specifically designed to test the characteristics of AMAHF project. 
Obviously, it tests only generic project characteristics and not the functionality of the project. For 
this, a separate test approach and test script must be created. The same goes of course for 
performance testing, usability testing, security testing and other testing activities necessary.   
The checklist is Split into Four Different Fields 
 Device specific characteristics. These are characteristics that are related to the device on 
which the app is installed. 
 Network specific checks. 
 App checks. These are things to check that have to do with functionality that is frequently 
used in an app. 
 App user interface checks. 
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1. Device specific characteristics. These are characteristics that are related to the 
device on which the app is installed. 
Table 0-13: Device Specific Checks 
# Description OK/ NOK? Remarks 
1.1 Can the app be installed on the device? N/A A 
1.2 Does the app behave as designed/desired if there is an 
incoming call? 
N/A A 
1.3 Does the app behave as designed/desired if there is an 
incoming SMS? 
N/A A 
1.4 Does the app behave as designed/desired if the charger is 
connected? 
N/A A 
1.5 Does the app behave as designed/desired if the charger is 
disconnected? 
N/A A 
1.6 Does the app behave as designed/desired if the device goes 
to sleeping mode? 
N/A A 
1.7 Does the app behave as designed/desired if the device 
resumes from sleeping mode? 
N/A A 
1.8 Does the app behave as designed/desired if the device 
resumes from lock screen?   
N/A A 
1.9 Does the app behave as designed/desired if the device is 
tilted? 
N/A N 
1.10 Does the app behave as designed/desired if the device is 
shaken? 
N/A A 
1.11 Does the app behave as designed/desired if a local message 
is coming from another app (think of: calendar reminders, 
to-do task etc.)? 
N/A A 
1.12 Does the app behave as designed/desired if a push message 
is coming from another app (think of: twitter mentions, 
whatsapp message, wordfeud invitation, etc)? 
N/A A 
1.13 Does the app interact with the GPS sensor correctly (switch N/A A 
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on/off, retrieve GPS data)? 
1.14 Is the functionality of all the buttons or keys on the device 
defined for this app? 
N/A A 
1.15 In case there’s a true “back” button available on the device 
does the “back” button take the user to the previous screen? 
N/A A 
1.16 In case there’s a true “menu” button available on the 
device, does the menu button show the app’s menu? 
N/A N 
1.17 In case there’s a true “home” button available on the 
device, does the home button get the user back to the home 
screen of the device? 
N/A A 
1.18 In case there’s a true “search” button available on the 
device, does this get the user to some form of search within 
the app? 
N/A N 
1.19 Does the app behave as designed/desired if the “Battery 
low” message is pushed? 
N/A A 
1.20 Does the app behave as designed/desired if the sound on 
the device is turned off? 
N/A A 
1.21 Does the app behave as designed/desired if the device is in 
airplane mode? 
N/A A 
1.22 Can the app be de-installed from the device? N/A A 
1.23 Does the application function as expected after re-
installation? 
N/A A 
1.24 Can the app be found in the app store? (Check after go-live) N/A N 
1.25 Can the app switch to different apps on the device through 
multitasking as designed/desired? 
N/A A 
1.26 Are all touch screen positions (buttons) working when a 
screen protector is used? 
N/A A 
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1. Network specific checks. 
Table 0-14: Network Specific Checks 
# Description OK/ NOK? Remarks 
2.1 Does the app behave according to specification if connected to 
the internet through Wi-Fi? 
N/A A 
2.2 Does the app behave according to specification if connected to 
the internet through 3G? 
N/A A 
2.3 Does the app behave according to specification if connected to 
the internet through 2G? 
N/A A 
2.4 Does the app behave according to specification of the app is 
out of network reach? 
N/A A 
2.5 Does the app resume working when it gets back into network 
reach from outside reach of the network? 
N/A A 
2.6 Update transactions are processed correctly after re-
establishing connection. 
N/A N 
2.7 Does the app still work correctly when tethering or otherwise 
connected to another device? 
N/A A 
2.8 What happens if the app switches between networks (Wi-Fi, 
3G, 2G)? 
N/A A 
2.9 Does the app use standard network ports (Mail: 25, 143, 465, 
993 or 995 HTTP: 80 or 443 SFTP: 22) to connect to remote 
services, as some providers block certain ports? 
N/A A 
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2. App Specific Checks 
Table 0-15: Application Specific Checks 
# Description OK/ NOK? Remarks 
3.1 Has the app been tested on different type of devices and 
different versions of OS? 
N/A A 
3.2 Stability check: if the app has a list (for instance of pictures) in 
it, try scrolling through it at high speed? 
N/A A 
3.3 Stability check: if the app has a list (for instance of pictures) in 
it, try scrolling to before the first picture or behind the last 
picture? 
N/A A 
3.4 Is downloading of the app prevented in case it’s bigger than 
the OS allows downloading when connected to cellular 
networks? 
N/A A 
3.5 Integration: does the app connect correctly to the different 
social networks (Twitter, Facebook, Google+, etc.)? 
N/A A 
3.6 The app does not interfere with other apps when in 
background/multitasking mode (using GPS, playing music, 
etc.)? 
N/A A 
3.7 Can the user print from the app (if applicable)? N/A N 
3.8 What happens if you select different options at the same time 
(undesired multitouch, for example – select two contacts from 
the phone book at the same time). 
N/A A 
3.9 App name should be self-explanatory? N/A A 
3.10 Does the app limit or clean the amount of cached data. N/A N 
3.11 Reloading of data from remote service has been properly 
designed to prevent performance issues at server-side. 
(Manual reloading of data can reduce the amount of server 
calls)? 
N/A A 
3.12 Does the app go to sleep mode when running in the 
background (prevent battery drain) 
N/A A 
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3. App User Interface Checks 
This checklist is based on the recommendations of Apple and some other experts. This checklist 
is not a substitute for a usability test, to get a good feeling of the user experience of an app a user 
experience test is always the most reliable method. 
Table 0-16: Application User Interface Checks 
# Description OK/ NOK? Remarks 
4.1 To keep controls as unobtrusive as possible for instance by 
fading them out if they are not used for a while. 
N/A A 
4.2 Make it possible for users to go back to a previous screen for 
instance by adding a back or cancel button. 
N/A A 
4.3 The main function of the app should be apparent 
immediately. It should speak for itself. 
N/A A 
4.4 Use at most one action on the screen that is highlighted as 
the most likely for the user. (Example: in iOS a blue button 
represents the default or most likely action). 
N/A A 
4.5 Minimize user actions by using a picker or a table view 
where users can select a certain choice over a data entry field 
where users have to type a choice. 
N/A A 
4.6 In an app, the user should not be able to store files locally, 
outside the app sandbox. 
N/A A 
4.7 In an app, the user should not be exposed to the permissions 
of a specific file. 
N/A A 
4.8 If there is a long list of data to scroll through, provide a 
search option above the list. 
N/A N 
4.9 If performance is slow, indicate a progress status icon 
(“Loading…”), preferably with specific message. 
N/A A 
4.10 In case of ‘live’ filtering of data while the user enters his 
search query, verify the performance. 
N/A A 
4.11 Do not use standard buttons for other functions then that they 
are normally used for. 
N/A A 
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4.12 The app should respond to all changes in device orientation, 
as per the design. 
N/A N 
4.13 Tapable elements should be about 7x7 mm in size, using the 
pixel density of the target device you can calculate the 
amount of pixels. 
N/A A 
4.14 Do not redefine gestures in your app that have a standard 
meaning (example: swiping from top to bottom enables the 
notification center). 
N/A A 
4.15 Requirement to login is delayed in the app as long as 
possible. 
N/A N 
4.16 If the app is stopped at an unexpected time, user data should 
be saved locally and available at start-up. 
N/A A 
4.17 Users should be warned of the consequences of deleting a 
document. 
N/A A 
4.18 Keyboard adjusts to expected input (for instance 
numbers/letters when expected). 
N/A A 
4.19 Are inactive buttons clearly distinguished from active 
buttons? 
N/A A 
 
6.7 Beta Testing 
 Mobile app beta tests typically focus on quality, user acceptance, and performance. 
AMAHF project is released on Google Play market in beta version to for users to evaluate. The 
users downloaded AMAHF project on their devices. The results were perfect with many 
endorsements and other types of feedback. Targeting actual users to try the app was an efficient 
method of evaluation. 
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6.8 Maintenance 
 “Application maintenance is done to this system for the purpose of correcting faults, 
improving performance or adapting the system to a new environment and the programmatically 
implemented software module is tested for the correct output. Bugs, errors are removed at this 
phase. In the process of testing, a series of tests and test cases are performed to check the module 
for bugs, fault and other errors. Erroneous codes are written and tested again until desired output 
is achieved. System can be maintained when needed or required such: (1) When a new 
functionality is added, (2) When a reality the software models change and (3) Software must be 
updated to run on improved hardware or with improved software.”[15] 
 
6.9 Action system interfaces 
 Interface: 
1. The application is accessible from android operating system using android device 
connection to the web server. 
2. Required special hardware “android device”. 
3. If an error accrues during a request, the user should receive a clear error message. 
 User Interfaces Through Layouts : 
Table 0-17: User Profile Layout Components in Screen 
 
 
 
 
 
1-User Profile   
First Name 
Lase Name 
Email 
Password 
Profile Picture 
Height 
Weight 
Birthday 
Address 
History 
Achievements and Rewords 
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Table 0-18: Registration Layout Components in Screen 
 
 
 
2- Registration 
First Name 
Lase Name 
Email 
Password 
Height 
Weight 
Country 
Gender 
 
Table 0-19: Login Layout Components in Screen 
3- Login User Name 
Password 
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6.10 Screen Shot from Project 
6.10.1 Login 
 
Figure 0- 23: Login 
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6.10.2 Registration 
 
Figure 0- 24: Registration 
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6.10.3 Home Page 
 
Figure 0- 25: Home Page 
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 FUTURE WOEKS. 
 
Chapter 7: Discussion, Conclusion and  
Future works 
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7.1 Introduction 
 This chapter summarizes discussion about the project and showcases plans for future 
work. At the end, it gives a conclusion for the project with results accomplished. It provides 
some important recommendations for developers on the system in the future. The new system 
has been deployed with so much care that it is free of errors and at the same time efficient and 
less time-consuming. The system is robust. Also provision is provided for future developments 
in the system. 
 
7.2 Future Works 
 AMAHF application provide a lot of facilitate to share experience, but it required online 
connection with Wi-Fi network to save, get and view data. For further work, we 
recommend to make update to make data which loaded in online state to be viewable in 
offline state. 
 Also we recommend to design website connect to the application. 
 Adding the Arabic language to the system to enhance the accessibility of Arabic users. 
 AMAHF system works on Android and to increase the usability in future we recommend 
to make IOS application because IOS devices have the second most number of being 
used. 
 Providing a social network for users to be able to communicate with each other. 
 Show motivational messages that appear from time to time motivate the user. 
 
7.3 Conclusion  
 The project report entitled “Android Mobile Application For Healthy Fitness” has come 
to its conclusion. The new application has been developed with so much care and at the same 
time efficient and less time consuming. System is robust. Also provision is provided for future 
developments in the application. 
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Appendix A: Explanation some points in UML 
 
Use case diagrams 
1. Use case Diagram for Sport Status 
 
Figure A- 1: Use case Diagram for Sport Status 
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2. Use case Diagram for Food Status 
 
Figure A- 2: Use case Diagram for Food Status 
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3. Use case Diagram for Fashion Status 
 
Figure A- 3: Use case Diagram for Fashion Status 
 
 
89 
 
Use case details. 
U1: Register (sign up) 
Table 0A-1 : Register use Case Details 
U1 :Register(sign up) 
Relation include U2 to U5 
Actor  User 
Description  Enter user information to create account. 
PreCondition None. 
PostCondition User successfully registering in the system. 
Normal Path 1. System prompts for user information. 
2. User enter information. 
3. User Click sign up button. 
4. System validates user input and displays proper interface of 
that user.  
Abnormal Path Not validate log information. 
Assumptions   user should have an account 
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U2: Login 
Table 0-2 : Login use Case Details 
U2 :Login 
Relation Extended by U3 , U4 
Actor User 
Description Enter user name and password before to access the system. 
PreCondition None. 
PostCondition User successfully logged in to system.  
Normal Path 1. System prompts for username and password. 
2. User enter information. 
3. User Click Login button. 
4. System validates user input and displays proper interface of 
that user. 
Abnormal Path Not validate log information. 
Assumptions User must login to their account. 
 
U3: View profile 
Table 0A-3 : View profile use Case Details 
U3 : View profile 
Relation Extended U2. 
Actor  User 
Description  View user information 
PreCondition U1:Register and U2:login 
PostCondition User review the information 
Normal Path 1. Success login 
2. Click view profile 
3. View information of profile. 
Abnormal Path Not validate log information. 
Assumptions  User must view information of profile. 
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U4: Update profile 
Table A-4: Update profile use Case Details 
U4: Update profile 
Relation Extended U2an d include U5. 
Actor  User 
Description  View user information and updated. 
PreCondition U1:Register and U2:login 
PostCondition User update the information 
Normal Path 1. Success login 
2. Click Update profile 
3. View and update profile information. 
Abnormal Path Not validate log information. 
Assumptions  User must view information of profile. 
 
U5: Analysis the information 
Table A-5: Analysis the information use Case Details 
U5 : Analysis the information 
Relation Extended byU6 and included by U1, U4. 
Actor  User 
Description  The system analyzes the information that has been 
entered by the user. 
PreCondition U1: Register and U4: Update profile. 
PostCondition Information Analysis 
Normal Path 1. Success sing up 
2. Analysis of user information and displays proper 
interface of that user. 
Abnormal Path Not validate register information. 
Assumptions  The system must analyze user information. 
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U6: Select status  
Table A-6: Select status use Case Details 
U6:Select status  
Relation Extended by U7, U8, U9, U10, U17, U18, U19, and 
include U12. 
Actor  User 
Description  The user selects the situation that he wants. 
PreCondition U1: Register and U2: login and U5: Analysis the 
information. 
PostCondition View functions provided by the situation. 
Normal Path 1. Success login 
2. Click on one of the situations. 
3. View functions provided by the situation. 
Abnormal Path Not validate log information. 
Assumptions  User must view functions of situation. 
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U7: View healthy meals 
Table A-7: View healthy meals use Case Details 
U7: view healthy meals 
Relation Extended 6 and include U11. 
Actor  User 
Description  View proper healthy meals for the user according the 
information that enter it into the system. 
PreCondition U6: select status. 
PostCondition View proper healthy meals for the user an 
Normal Path 1. Success login 
2. Click on one of the situations of food. 
3. View functions provided by this situation. 
4. Click on healthy meals 
Abnormal Path Not validate log information. 
Assumptions  User must view healthy meals. 
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U8: View healthy restaurant 
Table A-8: View healthy restaurant use Case Details 
U8: View healthy restaurant 
Relation Extended 6. 
Actor  User 
Description  View a list of restaurants near the user and provide a 
suitable healthy meals. 
PreCondition U6: select status. 
PostCondition View a list of healthy restaurants. 
Normal Path 1. Success login 
2. Click on one of the situations of food. 
3. View functions provided by this situation. 
4. Click on healthy restaurants.  
Abnormal Path Not validate log information. 
Assumptions  User must view healthy restaurants. 
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U9: Order delivery meal 
Table A-9: Order delivery meal use Case Details 
U9: Order delivery meal 
Relation Extended 6. 
Actor  User 
Description  The user can request the appropriate health meal delivery 
service by using the application. 
PreCondition U6: select status. 
PostCondition Show the user a message that success or failure. 
Normal Path 1. Success login 
2. Click on one of the situations of food. 
3. View functions provided by this situation. 
4. Click on order delivery. 
Abnormal Path Not validate log information. 
Assumptions  None. 
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U10: Watch videos sports 
Table A-10: Watch video sports use Case Details 
U10: Watch videos sports 
Relation Extended 6. 
Actor  User 
Description  User watching videos sport suitable to him according to 
the information introduced by the system. 
PreCondition U6: select status. 
PostCondition User watching videos Sports. 
Normal Path 1. Success login 
2. Click on one of the situations of sport. 
3. View functions provided by this situation. 
4. Click on watch videos sports. 
Abnormal Path Not validate log information. 
Assumptions  User must view videos sports. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
97 
 
U11: Ask the user 
Table A-11: Ask the user use Case Details 
U11: Ask the user 
Relation Include U7،U10. 
Actor  User 
Description  The system asks the user to confirm his functions defined 
by (playing sports, eating healthy meal) to calculate the 
number of calories gained or lost. 
PreCondition U6: select status and U7: view healthy meals or U10: 
watch videos sport. 
PostCondition Answer the confirmation message. 
Normal Path 1. Success login 
2. Click on one of the situations of sport or food. 
3. View functions provided by this situation. 
4. Click on watch videos sports or view healthy 
meals. 
5. Show the A confirmation message answer yes or 
no. 
Abnormal Path Not validate log information. 
Assumptions  User must answer the confirmation message. 
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U12: Identify position 
Table A-12: Identify position use Case Details 
U12: Identify position 
Relation extend U6 
Actor  User 
Description  The system identifies the user's location using GPS. 
PreCondition U6:select status  
PostCondition None. 
Normal Path 1. Success login 
2. Click on one of the situations of food or sport. . 
3. View functions provided by this situation. 
4. The system identifies the user's location using 
GPS. 
Abnormal Path Not validate log information. 
Assumptions  System  identifies the user's location 
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U13: Measure the distance 
Table A-13: Measure the distance use Case Details 
U13: Measure the distance 
Relation Extend U12،U14. 
Actor  User 
Description  System measures the distance made by the user after 
sports. 
PreCondition U12: Identify position and U11: Ask the user 
PostCondition None. 
Normal Path 1. Success login 
2. Click on one of the situations of sport. 
3. View functions provided by this situation. 
4. Measures the distance made by the user after 
sports. 
Abnormal Path Not validate log information. 
Assumptions  System must measures the distance. 
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U14: Determined calories 
Table A-14: Determined calories use Case Details 
U14: Determined  calories 
Relation Extend U11،U9, U13, and U16. 
Actor  User 
Description  System. 
PreCondition U7: View healthy Meals, U9: Order delivery meal, U10: 
Watch videos sports, U11: Ask the user and U13: 
Measure the distance. 
PostCondition The system determines the number of calories lost or 
gained by the user. 
Normal Path 1. Success login 
2. Click on one of the situations of sport or food. 
3. View functions provided by this situation. 
4. Click on watch videos sport or view healthy meals 
or order delivery meal  
5. Ask a confirmation message  
6. Click on determine calories. 
Abnormal Path Not validate log information. 
Assumptions  User must view the number of calories lost or gained. 
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U15: Listen music 
Table A-15: Listen music use Case Details 
U15: Listen music 
Relation Extend U12, U16. 
Actor  User 
Description  The user is listening to music during sports. 
PreCondition None. 
PostCondition The user listen to music. 
Normal Path 1. Success login 
2. Click on one of the situations of sport. 
3. View functions provided by this situation. 
4. Click on listen music. 
Abnormal Path Not validate log information. 
Assumptions  User must listen music. 
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U16: Share 
Table A-16: Share use Case Details 
U16: share 
Relation Extend U14, U15. 
Actor  User 
Description  The user can share the number of calories you gain or 
lose And shared the music you listen to it. 
PreCondition U14 and U15. 
PostCondition The user share the status number of calories or music. 
Normal Path 1. Success login 
2. Click on one of the situations of sport or food. 
3. View functions provided by this situation. 
4. Click on watch videos sport or view healthy meals 
or order delivery meal  
5. Ask a confirmation message  
6. Click on determine calories. 
7. Click on share. 
8. Click on listen music. 
9. Click share 
Abnormal Path Not validate log information. 
Assumptions  User must share the status. 
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U17: View image for clothes 
Table A-17: View image for clothes use Case Details 
U17: View Image for clothes 
Relation Extended U6. 
Actor  User 
Description  View images clothing appropriate to the user according to 
the information that has been entered by the user to the 
system 
PreCondition U6: select status. 
PostCondition View images of the user's clothing  
Normal Path 1 Success login 
2 Click on one of the situations of fashions. 
3 View functions provided by this situation. 
4 Click on image for clothes. 
Abnormal Path Not validate log information. 
Assumptions  User must view images of the user's clothing. 
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U18: Display text for the best clothes 
Table A-18: Display text for the best clothes use Case Details 
U18: Display text for the best clothes 
Relation Extended U6. 
Actor  User 
Description  Display text contains the best clothing specifications 
according to the information introduced by the user to the 
system. 
PreCondition U6: select status. 
PostCondition View images of the user's clothing  
Normal Path 2. Success login 
3. Click on one of the situations of fashions. 
4. View functions provided by this situation. 
5. Click on best clothes. 
Abnormal Path Not validate log information. 
Assumptions  User must view the text of the best clothing 
specifications. 
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Activity Diagram 
 
Figure A- 4: View Meal Activity Diagram 
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Figure A- 5: View Sport Video Activity Diagram 
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Figure A- 6: Display text for right clothes Activity Diagram 
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Figure A- 7: View Best clothes Activity Diagram 
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Sequence diagrams 
 
Figure A- 8: Identify position Sequence Diagram 
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Figure A- 9: Update profile Sequence Diagram 
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Figure A- 10: View image for clothes Sequence Diagram 
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Figure A- 11: Select fashion Sequence Diagram 
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Figure A- 12: Select Sport Sequence Diagram 
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Figure A- 13: Select Food Sequence Diagram 
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Appendix B: Sketches of AMAHF System. 
 
 
Figure B- 1: My page - User Interface sketches 
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Figure B- 2: Profile - User Interface sketches 
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Figure B- 3: Home - User Interface sketches 
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Figure B- 4: Sport - User Interface sketches 
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Figure B- 5: Food - User Interface sketches 
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Figure B- 6: Fashion - User Interface sketches 
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Figure B- 7: Home Made - User Interface sketches 
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Figure B- 8: Restaurant - User Interface sketches 
 
 
 
 
 
 
 
 
123 
 
 
Figure B- 9: Delivery - User Interface sketches 
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Figure B- 10: Sport at Home - User Interface sketches 
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Figure B- 11: Gym - User Interface sketches 
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Appendix C: GUIs of AMAHF System. 
 
Figure C- 1: Profile 
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Figure C- 2: Edit Page 
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Figure C- 3: Food 
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Figure C- 4: Sport 
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Figure C- 5: Fashion 
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Figure C- 6: Sport Videos 
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Figure C- 7: Sport Workout 
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Figure C- 8: Sport Gym (Maps) 
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Figure C- 9: Food Home Made 
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Figure C- 10: Food Restaurants 
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Figure C- 11: Food Delivery 
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Appendix D: Questionnaire of evaluation AMAHF System. 
 
We have used Google forms service to create and collect data for the surveys. 
Requirements Gathering Questionnaire 
 
Figure D- 1: Questionnaire- Requirements Gathering 
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Figure D- 2: Questionnaire- Requirements Gathering 
 
139 
 
 
Figure D- 3: Questionnaire- Requirements Gathering 
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Figure D- 4: Questionnaire- Requirements Gathering 
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Questionnaire – Results 
We have taken a response from 100 stakeholders; the result is in the following figure 
 
Figure D- 5: Results for Questionnaire 
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Figure D- 6: Figure D-6: Results for Questionnaire 
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Figure D- 7: Results for Questionnaire 
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Figure D- 8: Results for Questionnaire 
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Figure D- 9: Results for Questionnaire 
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Figure D- 10: Results for Questionnaire 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
